S.N. 10/020,924 367.40944X00 

REMARKS 

Reconsideration and withdrawal of the outstanding rejections, in consideration 
of this submission, is respectfully requested. 

Revisions were implemented in the Substitute Specification to remove noted 
informalities therein. Acceptance/formal entry thereof is respectfully requested. 

Claims 1-16 remain pending of which all of the independent claims, i.e., 
claims 1, 7-9 and 14-16 were amended. The amendments made to the claims are in 
consideration of further highlighting the various featured aspects of the originally 
disclosed invention including in a manner which is clearly defining over that 
previously known including the art documents as cited in the outstanding rejections. 
With regard to this, the independent claims were amended to highlight that the 
training data, which is contained in the server, for example, in memory 23 in the Fig. 
2 example of a client-server system, is applied to selected ones of the gaming 
parameters associated with the games content outside the control of the phone user 
(i.e., game player). 

The present invention is a method of modifying games content of a mobile 
phone comprising gaming parameters, a method for changing characteristics of an 
electronic game of an electronic device, a client-server system in which games 
content is provided on a client terminal which comprises gaming parameters, a 
gaming device, a computer program product on the terminal and the computer 
product on the server. Game play, according to the present invention, is enhanced 
such as by enabling characteristics of an electronic game which alters play of the 
game to be loaded on a gaming device such as a mobile telephone, etc., by 
transmission of gaming parameters from a gaming device to a remote server with the 
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remote server making changes to the games content or gaming parameters, etc., at 
the server and outside the control of the client user of the Tmobilel phone , and 
returning a modified set of characteristics or gaming parameters to the gaming 
device so as to modify play of the game by a gaming device user (e.g., mobile phone 
user), from play of the game as it existed before the sending or returning of a 
modified games content or gaming parameters, etc., to the gaming device. For 
example, page 3 of the Substitute Specification describes original game content as 
comprising the game software required to characterize gaming parameters and allow 
play of the game in its original version and further describes modified games content 
as comprising the original game modified by the trained gaming parameters which 
are used for subsequent play after modification by the server. Moreover, page 6, 
lines 5-17, of the Substitute Specification, describe games content as being factors 
defining the look and feel of the game including characters, objectives and rules of 
operation. 

In accordance with the present invention, further, the application/manipulation 
of training data which is contained at the server such as in the form of a training 
algorithm is applied at the location of the server , for example, to the gaming 
parameters that have been previously transferred from the gaming device (mobile 
phone, etc.) to the server is outside of the control of the user (i.e., it is under the 
control of the server). An example discussion regarding this is found on page 4, 
lines 5-10, and on page 9, lines 19-27, of the Substitute Specification (see also Figs. 
2 and 3 of the drawings). By removing the control of the training of the gaming 
parameters from the mobile phone adds to the element of unpredictability of the 
outcome of training and risk-taking by the game player involved. 
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According to the outstanding Office Action, claims 7-1 1 and 13-16 stand 
rejected under 35 USC §1 02(b) as anticipated by Ng (USP 5,971,855); claims 1-3, 6 
and 12, stand rejected under 35 USC §1 03(a) over the combination of Ng, supra, in 
view of "either Applicants 1 background of admitted prior art or Sides [USP 
5,048,831];" and claims 4 and 5 stand rejected under 35 USC §1 03(a) as 
unpatentable over Ng, alone, or Ng as combined with "either Applicants' background 
admission of prior art or Sides as applied to claim 1 above, and further in view of 
Condo [USP 6,606,104]. " As will be shown hereinbelow, the invention according to 
these claims, as currently amended, could not have been anticipated nor rendered 
obvious in a manner as that alleged in these rejections. Therefore, these rejections, 
insofar as presently applicable, are traversed and reconsideration and withdrawal of 
the same is respectfully requested. 

The independent claims set forth a method of modifying games content of a 
mobile phone (claim 1), a method for changing characteristics of an electronic game 
contained in an electronic device (claim 7), a client-server system in which games 
content is provided on a client terminal (claim 8), a gaming device including games 
content (claim 9), a computer program product on a terminal having an electronic 
game stored therein (claim 14), a computer program product on the server for 
enabling the training of gaming parameters of an electronic game received from a 
remote terminal (claim 15) and a method for changing characteristics of an electronic 
device (claim 16) which, inter alia, recite at least a communication sequence in which 
a mobile phone, electronic device, a client terminal, or a gaming device through 
communications between the aforementioned entities and a remote server results in 
a change/altering of play of the game by a user of the aforementioned devices 
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from play of the game as existing before the sending of the one or more gaming 
parameters from, for example, the mobile phone to the remote server. In 
accordance with this, the claims provide for (a) sending one or more selected 
gaming parameters from the mobile phone to a server, that is, extracting these 
parameters from the games content stored on the mobile phone; (b) applying training 
data (e.g., contained in the server) to the selected gaming parameters outside the 
control of a user of the mobile phone to provide a modified gaming parameter set; (c) 
sending the modified parameters to the mobile phone; and (d) modifying games 
content of the mobile phones using the modified parameter set received from the 
remote server. The featured aspect involving, especially, the training of the selected 
gaming parameters of the game at the location of the server and outside the control 
of the mobile phone user (which may be a paying customer) is contained in each of 
the independent claims 1 ,7-9 and 14-16. It is submitted, therefore, a scheme as that 
according to claims 1-16 could not, it is submitted, have been realizable in a manner 
as that alleged in the outstanding rejection. 

Ng disclosed an apparatus and method such as in connection with electronic 
games which permit interactive play with the user. Namely, Ng provides for software 
installed on the users personal computer to permit link-up between the hand-held 
electronic game and the personal computer (PC), or between the PC and the 
internet website to thereby permit play between the hand-held game and the internet 
website. 

It is alleged in the rejection that Ng "[provides] training data at a server for 
modifying the gaming parameters transmitted by signals through wired network ... ." 
In this regard, according to Ng, the Website can download upgrades or modify the 
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pre-programmed game. The Website can interact directly with the pre-programmed 
game, such as by unlocking hidden features in the pre-programmed game or by 
modifying attributes of the game character. (See column 2, lines 41-60; column 3, 
lines 56, to column 4, line 3.) However, when it comes to training of selected 
parameters of a game content, control thereof does include the interaction of the 
hand-held electronic game user, in clear contradistinction with that as presently set 
forth in each of the independent claims 1. 7-9 and 14-16 . 

With regard to the illustrated detailed examples in Ng. the training of the 
characteristics or gaming parameters of the game involve the direct input of the 
individual player . For example, in the game called "Fighter" the user must care and 
train his fighter. That is, the training is selected from the menu by pressing Mode 
then Enter when Train is highlighted. When reaching a Train menu, four (4) options 
are possible: Strength, Agility, Willpower, and Spar (See column 6, line 34, etseq.). 
According to Ng, if "Train" is selected and one of the four activities is selected and 
completed (whether successfully or not), the Fighter earns points on his Training 
Score. For example, regarding Training associated with strength activity, the 
controlling or manipulation of the keys by the game player effects the outcome 
thereof. For example, the strength activity is a weight lifting game. Depending upon 
which key and how often it is pressed, the outcome will lead to either an 
improvement or a weakening of the strength of the Fighter (see column 6, line 48, et 
seq). In other words, it is from the manipulation of the keyboard with regard to the 
specifically downloaded parameters bv the game player which determines the 
outcome of the training of the various characters of the game being played . 

On the other hand, in accordance with the present invention, the training that 
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is applied at the server to the game parameters that are uploaded from the phone to 
the server is effected outside of the control of the user. Using the example related 
to a sports team with regard to the present Specification, the user has the option to 
send selected features of the game (e.g., his team or individual players) to a training 
camp on the server and then have returned to the phone, altered gaming features so 
as to create a new gaming context. The phone user accordingly requests the 
uploading of selected gaming parameters from the phone 31 to the server 21 
through the operators network 41 (see Fig. 1 ). If the request is approved, training 
data is applied to the selected gaming parameters at the server 21 and subsequently 
transferred to the end users phone 31 . A detailed example of this is given with 
regard to the discussion of Figs. 2 and 3 of the Drawings (see Page 7, line 16, etc. of 
the Substitute Specification). (The phone user has requested that the entire team be 
sent to a camp for training.) Upon acceptance of the request at the server side, the 
request is further processed in the server in the games controller 22. The games 
controller 22 accesses the memory storage 23 holding the required training algorithm 
representative of the camp using a memory address. The training algorithm makes 
changes to the data of the team and outputs a trained team in accordance with the 
algorithm sent to controller 22 from the memory 23, which contains the training data, 
in the server. In other words, control of the training is removed from the user, i.e., 
is outside the control of the user, as to events that occur when the team is in training 
camp, consistent with that presently set forth in each of the independent claims. 
According to this scheme, there is an element of risk-taking involved as random 
factors may mean that the outcome is not quite what the player expected. For 
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instance, one of the players at the training camp may become injured, consistent 
with the algorithm associated therewith. That is, the eventual outcome of the team 
due to training would become, according to the present invention, not entirely 
predictable. Such is clearly contrary to that disclosed or suggested by Ng. For at 
least the above reasons, therefore, the invention according to claims 7-1 1 as well as 
claims 13-16 could not have been anticipated nor rendered obvious based on Ng. 

As to claims 1-3, 6 and 12, as currently amended, the invention covered 
therein also could not have been realizable in the manner as that alleged in Item 3 
on page 3 of the Detailed Action, for at least the same and similar reasons as that 
argued hereinabove. Although mobile gaming has existed, a scheme as that defined 
according to independent claim 1, calling for a method of modifying games content of 
a mobile phone such as by effectively training the gaming parameters of the games 
content at a site of the remote server and outside of the control of the mobile phone 
user is a new and unobvious approach. Such a scheme not only was not taught by 
Ng but, moreover, could not have been realized therefrom even over the combined 
teachings as that applied in Item 3 of the detailed action. Sides was applied as 
disclosing, allegedly, "playing or accessing games via cellular (mobile) phones so as 
to be sending wireless signals to access/play games removed from [the] server ... ." 
However, the applied combination of references would still not have led one of 
ordinary skill to effect modification of Ng's apparatus and method so as to implement 
training of the game parameters to effect modifications of the game in a manner as 
that presently set forth in independent claim 1 and, likewise, with regard to all of the 
other currently pending independent claims. 
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Kondo was cited, allegedly, for disclosing the selection of team play over a 
network for modifying parameters. However, Kondo, likewise, failed to overcome the 
deficiencies of Ng*s disclosure insofar as the method of modifying games content of 
a mobile phone according to base claim 1, as discussed above. Accordingly, 
notwithstanding Kondo's teachings of team play, the combination of teachings as 
applied in the rejection in Item 4 on page 5 of the detailed action, it is submitted, still 
would not have led to a modification of Ng's apparatus/method that would have led to 
achieving the invention according to base claim 1 . In other words, the same and 
similar arguments as that presented hereinabove are also applicable with regard to 
dependent claims 4 and 5. 

Therefore, in view of the amendments presented hereinabove together with 
these accompanying remarks, reconsideration and withdrawal of the outstanding 
rejections as well as favorable action on all of the currently pending claims, i.e., 
claims 1-16, and an early formal notification of allowability of the above-identified 
application is respectfully requested. 

To the extent necessary, Applicants petition for an extension of time under 
37 C.F.R. §1 .1 36. Please charge any shortage in fees due in connection with the 
filing of this paper, including extension of time fees, to Deposit Account No. 01-2135 
(367.40944X00) and please credit any excess fees to such Deposit Account. 



Respectfully submitted, 

ANTONELLI, TERRY, STOUT & KRAUS, LLP 
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